





























-- 


Actors & A 


;s more exciting, interesting, 


pi' Animals, space & rrlrasyequipme 
'if tg ir i )ts, special effects 


Requires T* 

































Animation Library # 1 










Actors 
& Actions 












Animation Library # 1 



Actors 

& Actions 


Animator 

Bob Svihovec 

Editing & User Guide by 

Michael Darooge 



BAUDVILLE, 1001 Medical Park Dr. S.E. 
Grand Rapids, MI 49506 Phone (616) 957-3036 
























COPYRIGHT NOTICE 

© Copyright 1984 BAUDVILLE 
All Rights Reserved 

The software program, package design, and instructional 
material are reserved by BAUDVILLE. These items are intended 
for use by the original owner only. Except for personal use, they 
may not be reproduced in any medium, or for any other applica¬ 
tion, without the prior written permission of BAUDVILLE. 

Commercial applications require the purchase of a license. 

WARNING: THIS SOFTWARE PROGRAM AND MANUAL ARE 
BOTH PROTECTED BY U.S. COPYRIGHT LAW. 
UNAUTHORIZED REPRODUCTION AND/OR SALES MAY 
RESULT IN CRIMINAL PENALTIES. COPYRIGHT INFRINGERS 
MAY ALSO BE SUBJECT TO CIVIL LIABILITY. 

LIMITED WARRANTY 

BAUDVILLE warrants to the original purchaser only that the 
diskette on which the program is recorded will be free of defects 
under normal use for a period of ninety (90) days following date 
of purchase. If a defect occurs in the diskette during this period, 
BAUDVILLE will replace the diskette without charge providing 
you send a dated proof of purchase with the diskette. 

The software program and the instructional and reference 
materials are sold “AS IS’’ without warranty, either express or 
implied, including, but not limited to the implied warranties of 
merchantability. The entire risk as to the results and performance 
of this software program is assumed by you. 

Some states do not allow the exclusion of implied warranties, so 
the above exclusion may not apply to you. This warranty gives 
you specific legal rights and you may also have other rights 
which vary from state to state. BAUDVILLE’S liability shall not in 
any case exceed the purchase price for the software claimed to 
be defective. 
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Introduction 

This is the first in a series of animation libraries to enhance the 
powerful capabilities of your TAKE 1 program. This disk contains 
a large selection of professionally designed actor files with pre¬ 
recorded actions ready to use in your own animated movies. In 
addition, you will be able to learn a great deal about how to 
design your own actors by examining the techniques used on 
this library. 

To get a preview of what you can do with this library, boot up 
your TAKE 1 program disk and select the Movie Projector. Insert 
the ACTORS & ACTIONS animation library disk and run the 
Demo Movie. This movie contains several short scenes using 
some of the actor files on the disk. Later on you may want to 
modify some of these scenes and even use them in your own 
movies. 

Before you do anything else, you should use the TAKE 1 DISK 
UTILITIES to make a backup copy of the library disk. While you 
are at it, you should also format some data disks for your own 
movies. Any actor files that you are going to use in a movie 
should be copied to your data disk. A scene will not run unless 
the actor files are on the same disk as the scene. 

Now you are ready to make some movies! We hope you have as 
much fun with this animation library as we have. 
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Actor Files 

The Hero and Heroine are just big enough to have some detail 
and character in their actions and small enough to have plenty of 
room to move around the screen. They work well with the dump 
truck, bulldozer, and other larger vehicles. The various actions 
have been split into separate files so you can load only the ac¬ 
tions you need and still have plenty of free memory in the Scene 
Editor. 


HERO WALK SIDE - Actions: STAND, WALK SIDE 



HERO WALK FRONT - Actions: STAND, WALK FRONT 



HERO WALK BACK - Actions: WALK BACK 


HERO RUN SIDE - Actions: RUN SIDE - This is the actor file 
used in the 100 Yard Dash scene on the demo movie. 



HERO RUN FRONT - Actions: RUN FRONT 



HERO RUN BACK - Actions: RUN BACK 
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HEROINE WALK SIDE - Actions: WALK RIGHT 



HEROINE WALK FRONT - Actions: WALK FRONT 

> * 
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HEROINE WAVE - Actions: WAVE, HAIR 

$tffff 


HEROINE CHEER - Actions: CARTWHEEL, JUMP, KICK, ARM 
MOVE - Our heroine is very athletic, a real all American girl. 



The Small Men are about as small as you can get and still have 
good animated movements. They work well with the helicopter, 
submarine, and other small vehicles. 


SMALL MEN WALK - Actions: WALK FRONT, WALK SIDE 


f t i $■ f t ft 1 •$' k A 1 k A $ 


SMALL MEN RUN - Actions: RUN SIDE, RUN FRONT, RUN 
BACK, FALL 


A $ J '’’V A 
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SMALL MEN ACTIONS - Actions: CLIMB, ROPE CLIMB, JUMP, 
THROW, SWIM 


$ * % 'k'l'Xt 


The Stickmen are large animated figures drawn in basic outline 
form. These figures can be edited and colorfilled to create a 
whole series of new actors with the animation already done for 
you. The “Hoppy” character is an example of an actor made 
from the stickman files. 


STICKMAN RUN - Actions: RUN 




STICKMAN SNEAK - Actions: SNEAK 
STICKMAN STRUT - Actions: STRUT 


STICKMAN TIPTOE - Actions: TIPTOE 

£ £ £ £ 
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“Hoppy” is just a stickman with colorfill and other details added 
using the EDIT SNAPSHOT mode in TAKE 1. 

HOPPY SNEAK - Actions: SNEAK 

HOPPY STRUT - Actions: STRUT 




Animals make excellent subjects for animation. Notice how the 
motion of the tail and ears on the dog and cat add to the overall 
effect. 

DOG RUN - Actions: RUN 



DOG TROT - Actions: TROT 



CAT WALK - Actions: WALK 
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CAT RUN - Actions: RUN 



CAT PRANCE - Actions: PRANCE 


SEA GULL - Actions: FLY - This actor uses several snapshots to 
create a very smooth flying action. 



FISH SWIM - Actions: SWIM SIDE, SWIM FRONT 


FISH JUMP - Actions: JUMP 1, JUMP 2 




DRAGON FLY Actions: FLY 


DRAGON JUMP - Actions: JUMP 
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Animating cars and trucks is quite easy since there is usually very 
little internal movement in the shapes. Most actions require only 
one or two snapshots. 

DUMP TRUCK - Actions: FORWARD. REVERSE 



BULLDOZER - Actions: DIG SIDE, MOVE SIDE 



CRANE - The cab, boom, and scoop are separate snapshots 
which are cast separately and fitted together in the scene. 



MILITARY TANK - Actions: FORWARD, REVERSE, FRONT 
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MILITARY TRUCKS - Actions: TRUCK FORWARD, TRUCK 
REVERSE, JEEP FORWARD, JEEP REVERSE, SMALL TRUCK 
FWD, SMALL TRUCK REV 



HELICOPTER - Actions: FLY LEFT, FLY RIGHT, ROTATE LEFT, 
ROTATE RIGHT, FLY FRONT, FLY AWAY, HOVER LEFT, 
HOVER RIGHT 



JET PLANE - Actions: FLY, FLY UP, DIVE 

-sr 1 

SUBMARINE - Actions: CRUISE, DIVE 



Outer space is a good place for animation because objects can 
move in any direction and the background is usually just a few 
dots on the screen for stars. 

SPACECRAFT - Actions: STARSHIP, X-WING, X-WING DOWN, 
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FLYING SAUCER - Actions: COCKPIT OPEN, COCKPIT 
CLOSED, UP, DOWN, FLY RIGHT, FLY LEFT 




GROBOT - Actions: ROBOT FLY UP, EXHAUST UP - This is a 
robot that can be transformed into a spaceship. Take a close look 
at the Space Platform scene on the demo movie to see how all of 



SPACERS FLY - Actions: FLY, FLY FRONT - These are litte 
space men that can fit in the spacecraft. 



SPACERS WALK - Actions: WALK SIDE, WALK FRONT, WALK 
BACK 
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PLANET - Actions: ROTATE, DRIFT RIGHT, DRIFT LEFT - The 
Planet and the Moon actions are designed to work together. To 
get the moon to orbit properly, place it directly above the planet 
at STEP 1 in the action sequence. 
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MOON 1 - Actions: ORBIT 1, ORBIT 1 DRIFT RIGHT, ORBIT 1 
DRIFT LEFT 





Special effects are an important part of animation. Included here 
are different types of fire and explosions. 


SMALL FIRE - Actions: FIRE, SMOKE 
LARGE FIRE - Actions: LARGE FIRE 


EXPLOSIONS - Actions: GROUND EXPLO, SKY EXPLO 


SPLASH - Actions: SPLASH, LITTLE SPLASH - The splash 
works well with the fish jumping out of the water. 



CLOUDS - Actions: SMALL RIGHT, SMALL LEFT, SMALL 
RIGHT 2, SMALL LEFT 2, MEDIUM RIGHT 2, MEDIUM LEFT 2, 
MEDIUM RIGHT 4, MEDIUM LEFT 4, LARGE RIGHT 2, LARGE 
LEFT 2, LARGE RIGHT 4, LARGE LEFT 4 - If you watch clouds 
moving in the sky, you will notice that the ones closest to you 











































































appear much larger and seem to move faster than the ones far¬ 
ther away. This is how you should use clouds in your animated 
scenes. 






RADIO BUILDING - Actions: RADIO ALERT - Here is a good 
example of how to use animation to create a special effect. This 
technique is used often in cartoon animation to bring otherwise 
inanimate objects to life. 



SKY DIVER - Actions: GLIDE RIGHT, GLIDE LEFT, CIRCLE 
DOWN, LAND 
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Tips and Techniques 

The Actors and Actions animation library is packed full of interest¬ 
ing and useful material. Even so, you may want to do some 
things that are not available on the library disk. Here are some 
tips to help you expand this library and make it even more useful. 

About Face 

Suppose you are making a scene with the Hero actor and you 
want him to walk across the screen from right to left. All of the 
pre-recorded actions for the Hero go the opposite way, from left 
to right. Fortunately, there is a relatively simple way to make 
actors face the opposite direction. 

First, select the PICTURES & BACKGROUNDS program in TAKE 
1 and load the desired actor file, HERO WALK SIDE in this case. 
Then make a picture of all the snapshots in the actor file. Be sure 
to leave some space between each snapshot on the screen. Use 
the CUT/PASTE WINDOW and the BACKWARDS command to 
flip each of the snapshots so that it faces the other way. You can 
do this all at once by clipping out the entire screen. If the colors 
change during the flip, move the window one pixel to the right or 
left. 

When you have a picture with all of the snapshots facing the 
other direction, quit PICTURES & BACKGROUNDS and go 
directly to the ACTORS & ACTIONS program. You may want to 
save the picture before you quit, but it is not necessary to do so 
since the picture will remain in memory. In the ACTORS & 
ACTIONS program, select NEW ACTOR and clip out all of the 
snapshots from the picture you just made. Make sure to clip them 
out in the same order that they appeared in the original actor file. 
All that remains is to record the actions and save the new actor to 
your data disk. 
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Make an Outline Library 

The STICKMAN files can be expanded into a whole series of 
actors by adding color and details to the basic outlines. This is a 
good technique to use when designing your own actors. Start 
with a simple outline of the shape and get the animation worked 
out before you add any details. Save the actor in this outline form 
then you can use it to create several different actors by just 
dressing it up differently each time. 




1-14 









n 







Baudville, 1001 Medical Park Dr. S.E., 

Grand Rapids, Michigan, 49506 (616) 957-3036 . 



















